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software 
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COMMODORE C16 ANDPLUS 4 




MOON BUGGY You mast ski; holly manoeuvre your jumping patrol vehicle over dangerous moon craters as well aslarge 
J.S. or K.B. CIS GS.95 
3DTIMETRBK As sole survivor of the planet "Corillian" your quest is oneof anger andrevenge.Thestarship you are Hying is full of 
the latest inboard computers and extra powerful sensors. Also included are full 3D graphics, to add unbelievable realism to this 



SKBAMBLE Earth has b 
Adversaries include meteo 
command base itself. 
J.S. or K.B. C.1B £6.95 


en overrun by the Cobr 
5. UFOs and deadly fir 


ons and its up to you to bailie through the si 
balls. Fly through an armoured city, then an 


FLIGHTPATH Flight Pat 

are smooth graphics as yo 
J.S. and K.B. C.18E6.85 


is without doubt the bes 
headings. cross winds. 


flight simulatorontheC/16andAmstrad. The 
ires, ground warning lights and reverse thrust 


OUTONALIMB Thisisa 
Limb is full of the most stra 
then enter the giant's castle 
plants, all of which chase y 

opened, and then .? 

J.S. or K.B. CSS ZB.95 


lge and eccentric charac 
searching for treasures 


ageously funny game. Basedon the fairytale of 

isi-b vi'u All', ever 1 iKiSiv to :i t.. FVsi.lv. viinvbu 

However, watch out for vacuum cleaners, mus 
aborate rooms of the castle. Once the treasure I 



AVAILABLE FROM YOUR COMPUTER STORE 
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Classified ads start a 



SOFTWARE REVIEWS 



Creative leisure . 



unknown perils await 


20 






llrtJl 1.1 [.i vol:; '-: :lowlejLr will; liiii emkaiu ijlii. ; 








Pack your bags for a transcontinental irip 






CJ ami's I'm- llie nrmdi.iir athlete 






Esciting games lo keep you on your toes 



Software houses: send vour software for review 
editorial office at the address below. Contact i 
jouipe;iiioii« and oilier promotions, too 



Of CO/APUTinO 

went 
mm warn 




SPECIALS 
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:k of your finances 



BBC/Electron programming -iZ 



PROGRAMS 



Man [owns in ill is program from do" u -mid 
e welcome yon: prow :ims, articles and lips. 



No. I Golden Sty] 
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SALES MANAGER 

T.C. SAPHIER 



SOFTWARE MANAGER 

C.A. SAPHIER 



NOTE WE HAVE MOVED TO NEW PREMISES 



NEW5 



Talk of the 
5 how 

Continued from front page 



than SI 20 in Slates. It's 
q the KOOXL model but with 

much areaier capability. 

If music is your hobby, the 
ext model in the range will 
robably be your choice. The 

65XEM has a built-in music 

— ail for less than S160. 

tabic XEP has a 
. black and white 

:se model'. I ;;i ■.'■-■ fok 
or RAM but the top of [lie 

I30XE 
IZSK. .1 



that 



■1 for Air 
hlillii !■-! 

d with tl 



The machines in the ST range 
; described as 16-/32-bit 
rsonal computers and there 
; two models to choose from. 
Model I30ST has I28K and the 
""" of RAM. In 









peripherals, includi 



e\pccied ! 



; used in the Applt 



Buffing up 
on 4 

Continued from front page 



meed ilil'lel 

bciccnhvt 
h'sia,!.;;si i 



r t.' haruicl 
B during 



_ 1. The fit. 

broadcasts "ill be on Tuesday 
12 February, lasting for 30 
minutes. The sugges 1 
schedule is between 10 and 



lei machines to be covered 
the Amstrad, CPC464, 
Commodore 64 and Spectrum. 
A weekly Modem Corner will 
presented by Ben Knox. This 
1 give modem users plenty of 
:as for extending their use 

ns of online databases both 



ei, bin who have a I21W-7- 
insiraiion password and 

bulletin hoard without 



project, designed by Robit 

Moo is head, will be available a. 
a kit from Maplin Llccitoni' 
Supplies complete with instruc 

HCW has heen invited tt 

pro;; Kim me 

coming issue we win dc 
reporting on the problems and 
pleasures of producing a tele- 
vision programme for computer 






All change! 

Ionic Ceiinpiuinv. W'eeklv ku- 
ew Editor, Dave Carlos. Tho. 
'ho read the magazine fro 

oticed the change on tl 
Jontents page. Paul Liptn 

;main.s as Consultant Ldin 
tit has moved on to Com put 
nd Software Retailing, 
weekly trade magazine. 



vl'orl\ 



■i ling fi 



magazine in leepfuiie io 
the new Ediior and the 
reader survey. We are ; 



player v.e v 



high St 



i like t 






favourite games — both those 
printed in HCW and those you 
have bought. We would even 
welcome photos, passport size, 
and are hoping to have a 

scores an,d photos. If you are 

■lie besi galactic fighter or frog 



Hopalong 
Acorn 

In the latter half of 1985 Acorn 
intends to have its. new 
Communicator micro "hopping' 
on to the busy executive's desk. 
Acorn is currently developing 

gence or the technology from 
intelligent phone systems and 






the 



The 



likely t 
based on any or Acorn' 
rent homes or project* 
iuess machines. These a 
e the BBC's (oQMiase 



Midst 



utput . 
-ocessors taking all tin 
runching. 
aehine is expected tc 
directly with ICL'; 



ion from desk it 



Commodore 
extras 



nclude a C16 interface which 
an take any CBM 64/VIC-21 
;ompatible cassette recorder, 

md the new Supreme joystick, 



Eurnmax, Pinfold Lane. Brid- 
lington, N Humberside Y016 
5XK 



it's in the 
bag 



□f both hardware and software 
has put together a special pack 
of goodies with the packaging 



software packages. Simon' 
BASIC and Internationa 
Soccer. This entire pack wiil bt 
sold in a sports bag ready for 



Lig)ilt>niw> Records and Vide:*, 
S4I Harrow Rd, Hartesden, 
London NWIO 5NH 



Sounds 
familiar? 

So you thought you'd seen 
lasr of endless references to 
year l*)84? Weil, mavbe J 



.e your way to Hie last. 



icrironic. This is a platform 
5 in which the magic kitivhi 



Two new titles for the 
Spectrum are Formula 
Simulator and Chiller, which 

the Commodore. 



The BBC Micro is oidylfflong. 
But it stretches indefinitely 











The BBC Microcomputer System.The world's best. 
And still growing 

The BBl.'. Mirriiriiillpiilci'S-lrlll i- drMiini'tl. |irn(!ll(-i-i! ami ili-l riliMIn! I in \ciiril I :o[]l|JU(f*ra Ltd. 



COMPETITION 



Superior 
selection 



Pick your own prizes from 19 
of Superior Software's games 



IF YOU own a BBC, 
Elecrron or Commodore 64, 
then (his week's competition 
is for you. We're giving 25 
readers the chance lo expand 
their games collection by 
winning four games from 
Superior Software's range. 



formaiiojis rind at first the bird 
sound e'ffects and graphies' 






Imporunl: write [he number of 



1 first post on Ftiik» Felil i.iirv I 
985. 
Superior Software Priies 



ACORN ELECTRON 



% 



COMMODORL 04 



SUP€RIOR 

soFTUinnc 



■arc witiiui 2S d 

: -W fVtllea.mp: 



superior Competition 

I- 1 1 1 1 > Coupon 



Number of titles found 

Type of compuler 

Choice ol four prize games 



D B R L M N I 
LROADRAC 



V U N U P R I 



TBONAHGO 
CTBOANTT 
A E L N I B D S 
PERCYPEN 



OUECHHVA 
D D R I N Z Z P 
T S A U I E 
L I N D S F F 
B D K I J L M N 



U P Z X L M H 
EROEETTK 
R O M U N I J C 
LRTOVEED 
V K N I B N E L 
R A I B T U I L 
5 S B I 5 S R N 
AMBCDALV 
C U I N D R A 
OCXLYYRD 
RCROUNDG 
A L I B U N S T 
AERDDLST 
FROCCYBD 
E A D K V T S I 

1 A B D L R S 
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More than a 
toy 

If you're looking for someihing 
more from your Spectrum than 
games, you may find the answer 
in Mini Office, from Database 
Publications. Converted from 
the BBC, both versions cost 
£5.95. 

The package comprises four 
modules — word processor, 
database, spreadsheet and 
grapics, and the Spectrum 
version includes additional 
features. 

Commodore and Amstrad 
versions are planned for 
January, and a standard feature 
is a 32- page 



Database Publications, Emopa 
Hse, 68 Chester Rd, Haul 
Grow, Stockport SK7 SNY 



Checkmate — 
in 3D 

The QL has suffered from a 

particular games software. But 
now you can play 3D chess on 
the QL. The game costs £19.95 
and has impressive graphics. 

Released by Psion, the 
program was written by 
Richard Lang and has a 
comprehensive array of analysis 
commands. There arc eight 
levels of problem solving and 28 



levels of play, so that you can 
pick your standard, whether 
you're a novice or a champion. 
Cursor keys or joystick are 
used to control movements, and 
you have the choice of a two- 
player game or an exhibition 

Microdrive or print out your 

Although the shop price is 
£19.95, QLU8 members can 
buy their copy for £14.95. 



Get on 
down 

If you've never been supple or 
atlilciic enough lo bieakdancc, 
you could fulfil your ambition 
in the warmth of your own 
home. No cold heads or sore 
limbs — you can just make 
believe on your Commodore. 

Interceptor Micros has 
auiiLiiineed Break Fever, for the 
Commodore 64. Use your 
joystick to do the turtle, back 
slam and head spin. I- let ironic 
fun 1 



ts the at 



,V, H . 



perhaps try out the real thing. 

Break Fever costs £7, whilt 

Heroes of Karn, now available 

for the Spectrum, costs £5.50. 








first Spf 

compatible printer with built-in 
intelligence. Features include 

printing, interface 1 and II 
compatible, double height and 
double width printing and 32 or 
40 columns. 

The Floyd 40 connects to 
your Spectrum via a 56-wave 



ihiondi to the back. 

Included in the purchase 
price of £79.95 (plus £4.95 p&p) 



Cricket 
capers 



one day limited over contest. 

construct your own line-up. 
Price: £6.95 



CRL, CRL Hse, 9 Kings Yard, 
Carpenter's Rd, London E15 
2HD 



Here are the names of the Si 
winners in our HCW surve 
which appeared in issues SO am 
81: C F Brown, Leeds: Garr 

ioi':i: 'is Wi-i-K Kwiidale: vln 
Johnson, Tramky: A Irwin, Bices 
le:: Aisdrvw McDowell. OlusiKnv: 
Alan Fairfidd. Stokc-on-Tr,,™: LI 
Porta-. Ko;hlord; Mark Meicalf, 

Binrmniiiiiii: Kui Andrade, Li 

i ii ■ , ■■■. II.-.;,,.... LI: 



PFPO 39: C Hem 



I Middlebrook, Beeston; 



i, North Luffenham; 
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TI-99/4 



You'll need all 
your wits 
about you to 
avoid crashes. 
You're in 
control — or 
are you? in this 
game by 
Graham Baldwin 

Have you ever wondered what it 
would he like to control the 
traffic at a busy crossroads? 
This simple game gives you the 
Opportunity to find out, and 
" test your foresight and 



approaching the crossroads and 
your job is to stop the traffic, 
one lane at a lime, with the 
cursor keys to prevent 

collisions. 

Periodically the cars will 
accelerate, making your !ask a 
littie harder each time. If you 
allow a collision the other cars 
will stop briefly to enjoy the 
spectacle, then resume at their 
old speed, or slightly less if they 

20mph. 

The game ends after 10 
crashes, when [he highest traffic 
speed and best speed so far are 
displayed. 

You'll be doing well if you 
can keep the traffic running at 
30mph but the cars have a 
theoretical maximum speed of 
126 mph, which should keep 
even dedicated button-pushers 
on the hop. 



Traffic cop 







are some TI Extended E 
statements for reference. 
CALL SPRITE (sprite nu 



r, , ■■ ■■ ii, 

!Ui(.|;i..i-..l:; i :h-.:-i!:n»s:V|-!e!l 



100 RE 



*TRfWr 



CDF* 



120 REM GRfiHRM BALDWIN 

130 REN 

140 CRLL CLEAR 

150 CRLL MRSMIFY<3> 

160 CALL GRAPHICS 



N OflLL CRhSH<CR)E: 
230 CRLL SDUNIK-iL 
240 IF CR>9 THEN 



ELSE 210 

75 THEN i 
NDTIDNv 



■ BISPLRY 
CRRSHE3 -.- 



!60 BISPLRY RTU2 
SO FRR IS"; EST? " 
;70 DISFLHY RTC16 
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PROGRi 






390 IF K=78 THEN END 


560 CALL CHARC112,"Q14163333F3Fi 




400 IF KOS9 THEN 370 






410 CfiLL CLEAR :: GOTO 170 


CF8F8FSFCFC9EU?0i"> 




420 SUE GRAPHICS 


570 CfiLL COLOR a 3, 16.2-14,16,1) 




430 CfiLL SCREEN<2> 


580 FDR 1=2 TD 8 




440 CfiLL CHAR U 28= "FF101Q1Q10101 


590 CfiLL CDLDRCI, 16, i> 




OFF") 


600 NEXT I 




450 CfiLL CHfiRa29,"318181FF31318 


610 SUBENB 




181") 


620 SUB INSTRUCTIONS 




460 CfiLL CHfiRUSO, "0101010101020 


880 DISPLRV .TRAFFIC CO 




4FS") 


P." 




470 CfiLL CHRF 


840 nisPLfiv HTa3 ; 2>i M ro vdu urn 




IMF") 


T INSTRUCTIONS?' 1 




480 CALL CHAR 


650 BISPLAY RT(15. lDBEEp: " CV^N) 




080" > 






490 CALL CHfiRasS, "F804020101010 


660 CfiLL KEVC3,K ? S>:: IF S-0 THE 




101"} 


N 660 




500 ORLL CHS:; 36 = :: 000ujnFr FF" ■' 


670 IF K=78 THEN CALL CLEfiR :: G 




510 CfiLL CHfiR<i37= "1818181818181 


DTG 750 




81S"> 


680 IF KOS9 THEN 650 




520 CfiLL CHHROK, "0Q00Q0OO7FFFF3 


690 CfiLL CLEAR 




F3F3F3F 


700 BISPLAY HT<4 ; 2);"U3E THE HKR 




1F1F1FFEFF"> 


DU KEYS (ESB.KV 1 




530 CALL CHARaOQ,"00OOOOG0FF7FF 


710 BISPLAY AT<6 J 3>:"T0 STOP THE 




8 F 3 F SF S 7 FF F 00 FE F F C 


TRfiFFIC RNTJ" 




FCFCFCFFFPE") 


720 DISPLAY FlTCS, 1 )! "PREVENT CDL 




540 CALL CHRRa04, "QBOFOFQFQFOCQ 


LISIDNS, UHEN TEN" 




COCOF0FOCOCOFOFOF07E0FOFOF0F0303 


730 BISPLAY flTdu, 3> : "CRASHES MR 




iEO" ::■ 


VE OCCURREB YOU" 




550 CALL CHARdOSi "070FOFOFOCOCO 


740 BISPLAY fiT(12» 2) : "UILL BE RE 




FOFOCOCOCOFOF0FOF0BE0F0FOF03O3OF 


HDVEIi FROM BUTY." 




0F03Q3Q3OFQFQFOFQBO" > 


750 BISPLAY HTC 13, 4> : "PRESS RNY 




Kir'*"""- h^'.--^B ^Rif 






* B a~i -V-- 












Jv^^BKjHpBKflK^^^H^L . w %&£^^^ _«^ * * 






MW^SMy- ,. .j»"w ^ -li- «-«p— *****■'■" 




^^^^ ^^* * ^c ^^^' ' ' ■ — — -— - 








| ' r *'^* L ''" ■ ■ . "<*- ■ ~* " ~" , ^ 
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uoy,u COMPUTINGS 



TI-99/4A PROGRAM 



IF : 



f THE 



770 SUBENB 
730 SUE SETUP(SP> 
790 IHSPLhV AU4- 1>: "TRAFFIC" 
800 DISPLAY AT(6,3):"CDP" 
310 BI3PLRY HT.r4, 21): "SPEED" 
820 DISPLAY hT'6-20>:SP! "MPH" 
S30 mspLflV ATO20,l):"TI-99-'4fl" 
S4Ci DISPLAY mT'.20-21>: m 0Ph:;-HE:E. : ' 
850 CALL HCHSRO, 1,128*32) 
860 CALL HCHRRa5.1,128,32> 
S70 CALL VCHRR<1, 13, 129,24) 
830 CALL VCHBRa, 19,129,245 
390 CRLL '.'CHnR': 1-14. 52. 1 2 .:■ 
900 CALL HCHAP' 10. 1,32, 160 :■ 
910 ■■-•_:. ; •-^-■-- 1 ■:■ 

920 CRLL HCHflR<9,19,131) 

900 CHLL HCHAP' 15, 13. 133 ' 

940 CALL HCHHRC15.19.i32) 

950 FDR 1=2 TO 30 STEP 3 

9S0 CALL HCHF.F;:. 12. 1,136:2' 

970 NEXT I 

930 FOR 1=1 TD 22 STEP 3 

990 CALL VCHHRCI, 16, 137,2) 

1000 NEXT 1 

1010 SUBEND 

1020 SUE CARSCSP) 

1030 IF SP>20 THEN SP=SP-4 

1040 DISPLAY FlT:6,20):SP;"t1PH" 

1050 COLL 3PPITE':#!.96. U-75,1.0 

,SP) 



1060 CRLL SPRITE<#2. 100, 16.93-25 

0,0, -SP) 

1070 CRLL 3PRIT£.-:#3, 103,6,1,123, 

SP.O) 

1030 CRLL SPRITE<#4, 104,3, 190, 10 

5,-SP.O) 

1090 SUBEND 

1100 SUE CRHSH(CR) 

1110 CALL MDT10TK#1,0.0-#2,0,0,# 

3, 0,0, #4,0,0) 

1120 CALL SPRITES, 112,9-88, 120 

1130 CALL SPRITE<#10»U2.12,88>1 

20.5.5. ttll- 112. 12,33- 120,-5, -5, # 

12, 112,12,88, 120,5, -S, #13, 112. 12 

.33.120,-5.5) 

1140 FDR 1=0 TD 20 

1150 CRLL CDL0R<#9,9) 

1160 CRLL SDUNDC-2O0,-7,I,U0,I + 

5) 

1170 CRLL CDLQRC#9,12) 

11 30 NEXT I 

1190 CALL DELSPRITE(ALL) 

1200 CR=CR+1 

1210 DISPLAY HTC22,23)iCR 

1220 SIJBENB 

1230 SUB FflSTER(CT,SP-BST) 

1240 CALL SOUND-: 200, -2, 0,500.5) 

1250 5P=SP+2 

1260 IF SP>BST THEN EST=SP 

1270 CT=0 

1230 EH3PLHY AT''6, 20 > : SP; "MPH" 

1290 SUEEND 




m » 







\ FOR SPECTRUM 48K/ 

Compatible with ZX Spectrum + 

Achieve amazing sound capabilities 
that your Spectrum has been lacking. 

The Cheetah Mega-Sound simply plugs into the user port at Ihe rear 

ot your computer and enables the Spectrum sound lobe amplified 

through your T.V., providing you with a whole new sound dimension. 

The Spectrum "Beep" will also be amplified through the T.V., 

ensuring confidence _ . . 

when pressing keys Truly AlTiaZing 

during programming. 0"1ft ftC 



fli eetah ^S^^g>_ 

g >^< _ . .■>.•:■•.•:•."::•■•■••. •■••.'•:.'•;'• — 
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AMSTRAD PROGRAMMING SERIES 



insight on 
the Amstrad 

CPC464 



words. The number of new 
words which can be created is 
limited only by the amount of 
free memory, which in the case 
of Amstrad's CPC464 is a 
healthy 42'/jK. In this series of 
articles we will see how these 
«jrds are created, and 1 
supply some useful 
es to help increase both 
the power and flexibility of 
your Amstrad's BASIC. 
New BASIC words are 
of the 



Syst. 



Exten 



usually referred to as the RSX. 
Once an RSX has been created 
it then has to be initialised. This 
tells the operating system 
firmware that an RSX is 
present. A special firmware 
routine is provided for this 
operation — KL LOG EXT (log 
n the RSX extension). 

Layout of an RSX 



the Word Table r 



2 Word table 

This table contains a list of the 
( word names. These arc 
red as ASCII characters. The 
last character of each word 
it have 128 (80 HEX) added 
ts ASCII value so that the 
of the word can be 
recognised. The last entry in the 
word table must be a zero, to 
mark the end of the table. 

3 Machine code routines 
Each new word must have a 
machine code routine written 
for it. This can be of any length. 
Other routines can also be 
called. A RET (return from 
subroutine) command is needed 
■' i return to BASIC is 
required. 

Figure I shows a typical 
layout for the RSX. Three new 

MOVE, WAIT, and BOX. The 
ds must consist of 
alphabetical characters (auto- 
matically converted to upper 

dots, and can be up to 16 
characters in length. When used 
'"in a BASIC program the 
words are stored as a 
sequence of ASCII characters 
and not in token form. A 
compromise should therefore 
ade between the length and 
ibility of a new word. In 
■ words, keep the word as 



In the first of a regular series 

of Amstrad programming 

articles David Ellis explains the 

ins and outs of the Amstrad 

resident system extension, or 

RSX 



making it meaningless. For 
example, you could shorten the 
above words to M, W, and B, 
but their function is then not 

To introduce the new words 
and their routines to the 
firmware several values must be 
passed to the KG LOG EXT 

1 The BC register pair is loaded 
with the start address of the 
RSX command table. In the 
example in fig. I it is at &9000. 

2 The HL register pair is loaded 
with a four-byte buffer, which 
is merely a small workspace 
used by the Kernal. This can be 
located anywhere within the 
central 32K of RAM - 
preferably out of harm's way! 



i this 









then placed on the list of 
external commands. When the 
bar sign is placed in front of 
a new word this causes the 
external commands to be 
searched. If the word is found 
in the word table then the 
address of the machine code 
routine will be found from the 
corresponding position in the 
RSX command table, and then 
the machine code routine will be 
called. 

If the word is not found when 
the end of the word table is 
reached (denoted by a zero) 
then the message 'Unknown 
command) will be returned. 
You may like to try this out by 
typing the bar sign (you will 
find it on the '©' key), 
followed by any word you like, 
nitialised any 
command' 



RSX 'linl 



message should be returned. 

The bar sign incidentally, 
does not form part of a new 
word — it is used to signify that 
the word that follows is an 



Fig. I Layout of an RS 



RSX and start to add some 
word to the Amstrad's BASIC. 
About 10K of memory will I 
set aside to accommodate the 

This amount of memory will I 
enough for at least 100 ne 
words, although this wi 
depend upon the length of tl 

weeks i shall be supplying 
around 30 new words which use 
upabout2KKof memory. This 
will leave plenty of room for 
adding additional words which, 
with your help, will appear ai 
regular intervals in HCW. 



CALL «WM. flddrn 



2 &9300 Mad 



le Routine for WAIT 



&9400 Machine ,ndc Rmitiiu; lor tiOX 
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Painter 
16K spectrum 

E4.95 




This quintet will help you use 

your leisure time satisfyingly. 

Plan your garden, discover 

•'■"■£ supernatural powers, or paint 

and draw 



Psi -Comes 

Spectrum 

E2.95 

jUapack £12.95)1 

Ac J Sofiware, Micro Hse, 1 Hill I 
Wok* 

llTh 



r ':;■- riinhiir h;'!L".;< -j,\ci:U 




Pugt 14 HOME ( IIMI'I I INCi 1H-IKI V 



QB "COMPUCAB" 

HOME COMPUTERISTS STOWAWAY CABINET DESK 
FROM ONLY £57,50 + carr 




* DESK TOP SLIDES SHUT WHEN NOT IN USE 

* PROTECTS YOUR EQUIPMENT FROM DUST 

* NO NEED TO UNPLUG 

* 3 COLOURS — WHITE/LIGHT OAK/RUSTIC OAK 

I ENCLOSE CHEQUE FORE + £5.00 CARRIAGE. 

PLEAS E FORWARD MY COMPUCAB IN (TICK COLO UR) 

| WHITE I LIGHT OAK I RUSTIC OAK I 

£57.50 £64.00 £64.00 



PHASE FOUR COMPUTERS 

)R THE VERY BEST IN SOFTWARE AND HARDWARE 



COMMODORES 



Blue Thunder.. . 




. . £5.95 Monty Mole . . . 
£5 95 LtbanLpMatl 


£6.% 
£6.50 


Daley Thompson 


Dec 


. £6.90 Ghoitbusteis 
£5.95 HampMead 
(995 FlujhtPath737.. . 
...£7.95 Booty 


£ 10.99 

. £9.95 

£7.95 

£2.50 


Write or phone I 




,« catalogue and <iel.,l> of on, » 


«.„<■ ,■!„,- 


PI 


N 


Addies- 





MONTY 

IS INNOCENT 




If you are one of the (housands of Monty Mole 

fans who have followed the exploits of our furry 

friend through the Yorkshire pits and eventually lo 

jail— fear not! Because Monty is innocent and 

plans are in hand to rescue your superhero. 

How will Monty be rescued? 

Who is the mysterious masked rodent? 

What will happen next in this thrilling saga' 
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Race of the 
caterpillars 

Place your bets and choose your odds — the race is on. And it's 

not horses or greyhounds — but caterpillars in this game of 

chance by Peter Talliss 



This game runs on the Atari 400 
or SIX) in 16K. It's a game of 
chance. You pick your 

wins the race. 

The catci pillars are numbered 
0-4 and you tan play by yourself 

Each player starts wilh «100 
on any one of the caterpillars. 
The speed of each caterpillar is 
proportional to its odds, 
although every caterpillar has a 
bad day from lime to lime. 

The player who has ihc most 
money after six runs is the 


4000-4006 update player scores 
4IH1-4I151 display finish post 
JUKl-SO-MI display plavel mires 
7000-7001 titles page 
7010-7010 machine code m nunc 
character set from ROM to 

7040-7042 machine code for 

,l,s.pl, iV list interrupt routine 
T060-7070 character set data 
70JO-TI10 set up sprites 




Variables 
A<X> caterpillar's horizontal 
B(X> caterpillar's odds 

Dill -.-■-■.s-l -liLkCs 

HVI caterpillar chosen by 

player 
[(VI players total money 

y = lto PL (number of players! 


Id.* It works 
0-1 set dimensions 
5-458 set up name display 
459-510 mrjve caterpillars and 

cheek lor winner 
1000-3200 instructions and input 
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CLR :DIM ftt4> ,B<4) ,C(4) ,D(4) f E(4) ,A*<5> ,B»<5> ,P1*(7) , 
P2*(7) ,P3*(7>.,P4*<7) iA»-" ! #":B*-" *X&" 

1 A*C4,4)-CHR*<34) :DIM T <4> ,X*<7> (FDR L-l TO 4:T<L>-200 
:NEXT L 

3 GOSUB 70001 GOTO 2000 

5 GRAPHICS 0JPOKE 55<?,0:POKE 756,PEEKU06) -B:POKE 710,2 

l:POKE 752, 1b? " ":POKE a2,0iPQKE 83,40 

40 DL=PEEK(560)+2S6#PEEK<561)+4 

60 FOR L-2 TO 6:POKE DL+L,1B:NEXT L:POKE DL+17, lSlPOKE 

DL+1B, lBsPOKE DL-1 , 194:POKE DL+20,130 

70 P=PEEK<ae)+2S6*PEEK(B9)iP»P+3#40+lSeFOR L.-0 TD 47iP0 

KE L+P,B7:P0KE L+P+4B,B3:NEXT L 

80 P=P+11*40+105:FOR L=0 TO 47:PDKE L+P,B7:P0KE L+P+4B, 

83: NEXT L 

450 FDR L=0 TD 4:A(L)-1:NEXT L:POKE 1537, 169iP0KE 153B, 

PEEK < 20) 

455 POKE 512,0:PDKE 513,6:POKE 54286,192 

456 POKE 559,42:FOR L=7 TD 15 STEP 2:P0SITI0N 1,L:? INT 
(<L-7>/2> :FOR G=0 TD 15:SDUND 0,60, 10, 15-G:NEXT St NEXT 
L 

457 FOR G=0 TO 255 STEP 0.5:NEXT B 

458 FDR L=7 TO IS STEP 2: POSITION 1,L:? FDR G=0 TD 

15:SOUND 0,60,10,15-G:NEXT BiNEXT L:GDSUB 8000 

459 FDR L-0 TO 4: A (L) «A(L>+RND<0> »C <D t NEXT L 

460 FOR L=7 TO 15 STEP 2: SOUND 0,0,0,0:POSITION INT(A(( 
L-7)/2)),Ll? A*:NEXT L 

470 FDR L=0 TO 4:S0UND 0,A (L) ,8,5:NEXT L 

480 FOR L-7 TO 15 STEP 2:S0UND 0,0,0,0: POSITION INT(AC( 

L-7)/2>> ,L:? B*:NEXT L 

490 FDR L=0 TD 4:S0UND 0, A(L) ,8,3iNEXT LlSOUND 0,0,0,0 

500 FOR L=0 TD 4: IF A(L)>-33 THEN GOTO 4000 

505 NEXT L 

510 60TD 459 

2000 GRAPHICS 0:PDKE 710,BS:POKE 709,0iPDKE 752,1:F0R L 
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=0 TO 3:S0UND L,0,0,0:NEXT L 

2025 TRAP 2005 

2010 POSITION 13,5:? "CATERPILLAR RACES" 

2020 ? :? "INPUT NUMBER DF PLAYERS (1-4) "; 

2030 INPUT PL: IF PL< 1 OR PL>4 THEN 2020 

2035 GOSUB 6000 

2040 7 :? "EACH PLAYER. STARTS WITH S200 ":? J? "YOU 

MAY BET ON ONE CATERPILLAR IN":? :? "EACH DF THE SIX RU 

NS" 

2050 ? :? "THE COURSE LIMIT IS *100":? :? "PRESS RETURN 

TO CONTINUE" 
2063 POKE 764,253 
2065 TRAP 2065 

2070 IF PEEK(764)<>12 THEN 2070 

2071 GOSUB 6000 

2072 POKE 764,255:? ">":? POSITION 15,5:? "INPUT PL 

AVER NAMES" 

2073 INPUT P1S;IF PI**"" THEN 2065 

2074 IF PL>1 THEN INPUT P2*: IF P2*=-"" THEN 2065 

2075 IF PL>2 THEN INPUT P3*: IF P3*="" THEN 2065 

2076 IF PL>3 THEN INPUT P4*:IF P4*-"" THEN 2065 

2077 TRAP 2077 

207B GOSUB 6000: GOSUB 6000 

20B0 ? ">"i? " ".-POSITION 7,5:? "RUN N0.";GM+1;'' C47 

ERPILLAR ODDS" 

2090 FOR L=0 TO 4:B(L)-INT(RND(0)*10)+2:NEXT L 

3000 FOR L=0 TO 4t? :? "CATERPILLAR "(L[,,B<L);" 1":NE 

XT L 

3035 FOR L«=0 TO 4: C(L>- <12-B<L) +RND (0)»B(L) ) :C<L)-C (L) / 

10: NEXT L 

3090 ? :FOR L=l TO PL: IF L=l THEN X*=P1* 

3091 IF L=>2 THEN X*»P2* 

3092 IF L=3 THEN X*-P3* 

3093 IF L-4 THEN X*-P4* 

3094 TRAP 3094:? X*;" INPUT CATERPILLAR NUMBER "j: INPUT 
A: GOSUB 6000: IF A<0 OR A>4 THEN 3094 

3096 DtD-AiNEXT L:? 

3100 FOR L-l TO PLiIF L-l THEN X*-P1* 

3101 IF L=2 THEN X*=P2* 

3102 IF L-3 THEN X*-P3* 

3103 IF L=4 THEN X**=P4* 

3104 TRAP 3104:? X*;" INPUT BET "js INPUT A:GOSUB 6000:1 
F A<0 OR A>100 THEN 3104 

3105 E(L>=A!NEXT L:? 
3200 GOTD 5 

40B0 PR=B(L):FOR 0*1 TO PL:IF DCBJ-L THEN PR1=E (B> : T CS> 

-T<G)+PR»PR1+E<S> 

4002 NEXT G: Z-0 

4006 FOR L-l TO 4: T(L) -T (L> -E (L) iNEXT L 

4049 XP-213 

4050 FDR L-202 TO 192 STEP -1:PDKE 53248, L: FDR G=0 TD 3 
iNEXT G:NEXT L:POKE 1537, 169: POKE 153B,PEEK (20) 

4051 FOR L-250 TO STEP -1:S0UND 0,L, 10,B:NEXT L:FOR G 
-0 TD 200:NEXT G:POKE 5324S,230 

4100 BRAPHICS 0:POKE 752,1:? " ":PDKE S2,2iP0KE 1537,16 
5:P0KE 1538,213 

4111 FDR L-=0 TO 4i IF A£L>>-33 THEN Z-L:BOTO 4113 

4112 NEXT L 

4113 FOR L=0 TO 4:IF A(L)>-33 AND LOZ THEN ? " PHOTO 
FINISH":? :? "CATERPILLAR "(Z(" WON"tQOTO 4115 
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4114 NEXT L 

4115 ? :? Pl*f , ,j"S";T(l) 

4120 IF PL>- 2 THEN ? :? P2»; , , ( "*";T(2) 

4130 IF PL>=3 THEN ? :? P3*j , , ; "*"; T(3) 

4140 IF PL-4 THEN ? :? P4*j , , ) "*"jT (4) 

4800 GM-GM+1:IF GM<6 THEN ? :? "PRESS RETURN TO CDNTINU 

E ":GDTD 4B10 

490= GOTO S000 

4810 POKE 764,255 

4S20 IF PEEKI764KM2 THEN 4020 

4830 BOSUB 6000:PDKE 710,88:PDKE 709,0:POKE 764,255:G0T 

2077 

5000 FOR L=l TO PL: IF T(L!>S THEN S-T(L> 

5010 NEXT Ll? 

5020 IF TC1J-S THEN ? Pl*j " WINS WITH *";S 

5030 IF PL>-2 AND T(2)=-S THEN ? P2«; " WINS WITH *"iS 

5040 IF PL>=3 AND T(3)=S THEN ? P3*j " WINS WITH *")S 

5050 IF PL=4 AND T(4)-S THEN ? P4*( " WINS WITH *"jS 

5060 ? .-? "PRESS RETURN PLAY AGAIN" 

5070 PDKE 764,255 

5090 IF PEEK (764)012 THEN 50BB 

5090 RUN 

6000 FOR S*=15 TO STEP -1 : SOUND 0,50, 10, S: NEXT S:FOR S 

=15 TO STEP -1: SOUND 0,50, 10, S: NEXT S:RETURN 

7000 GRAPHICS 17:P0KE 709, Bl POSITION 1,4:? #6; "CATTERPI 
LLAft rAcEj":POSITION 2,6:? #6; "by peter tallies" 

7001 FDR L=0 TO 3:S0UND L,L*50+80, 10,9: FOR G=0 TO 50:PO 
KE 709,L«3+3:NEXT Q: NEXT L 

7009 RESTORE 7010:FOR 1=0 TO 31 : READ AzPOKE 1536+1, A: NE 
XT I:P=256*(PEEK(106)-9>iX-USRU536,57344,P> 

7010 DATA 104,104,133,204,104,133,203,104,133,206,104,1 
33,205,162,4 

7020 DATA 160,0,177,203,145,205,136,209,249,230,204,230 

, 206 , 202 , 208 , 240 , 96 

7030 RESTORE 7040tFOR L=0 TO 4S:READ AtPOKE L+I536,AsNE 

XT L 

7040 DATA 72,165,20,73,255,141,4,212,169,215,141,10,212 

,141,24,208,169,28,141,0,2,169,6,141,1,2,104,64,72,169, 

21 

7042 DATA 141,10,212,141,24,208,169,0,141,0,2,169,6,141 

,1,2,104,64 

7050 RESTORE 7060:FOR L=0 TO 47:READ A:POKE P+8+L,A:NEX 

T L 

7060 DATA 0,0,0,0,46,127,255,238,0,0,0,0,238,255,255,23 

8,0,0,0,0,236,254,251,239,0,0,0,3,15,63,63,30 

7070 DATA 0,62,255,255,255,231,129,0,0,0,0,192,248,254, 

246,252 

7060 POKE 54279, PEEK (106) -16:P0KE 53277, 3:P0KE 704,12:Z 

=256»(PEEK(106)-16) 

7090 RESTORE 7100JFOR L-0 TO 3: READ A:POKE 530+Z+L,A:NE 

XT L 

7100 DATA 31,17,17,31 

7105 FOR L=0 TO 65: POKE L+Z+534,4:NEXT L 

7110 RETURN 

8000 TRAP 9010: B-3 

8001 FOR L=0 TO 4iF0R B=7 TO 15 STEP 2iP0SITI0N 0,8:? A 
*<B,5):NEXT G:NEXT L:FDR S=«0 TO 20: NEXT 9: B=B-1 :SOTO 90 



[. comi'L US'.; v. 



Time Tunnels 

spectrum 

C2.95 

(4-pnck £12.95) 




Block Tower 
spectrum 



Unknown \ -ss- 
perils await i 



venture into the unknown 

"™ °< ihi i-™" Z " J " I with these five adventures. 



xmcr a( 12 spells, ilien nay the; A 



1 

he elves, goblins.' metarn'orph! 

_J B-JUOI — 

■ 1;, .;::;,■,;<■ a ^-u! V 

KJ Rather line. Nol only thai. bui*y 



the course? 



i 



I ' ""MR TheMoglc 

"■"■■;■ .■■ :,, '.:',.".r";„' r ^ll sword SU'.'^^'^i^'^llfi ^IuhuZ^J^. 

'iric^c. ■ 48K spectrum &.£ ^S u S« r £ -li^ 

T The mlay JnnroMSonj >'<W'3 £8.95 WJrWn« nw» IB k« tott in. fJEck:,',,.: . 

Wrally deWikd, a* arc 'iieCJ. LB,M At dmes I found uierewa. an PJBsndio^i^ Thorite Mwl 



>! 



Europa Hsc. 68 imfon 



One of Ihc besl ilimg; 3buut P , 9J This is a priori al/tcxi adventure com bi nation. | ■pi-.'Pl-.-. 

'iffiLiiii to ikuT- ilicy will cnjin playing. Perhaps ■ 

child is playing a I ii lie overpriced loan oldcy-' 

'lion, ihey like me. but what price a chil 

'■'"■' ■■.■'.:r;i: J 




^iSi^r!ivr^ e ff.w.w.w.01 
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David Nowotnik 
hcw regular 
contributor, 
shows you how 
to use your 
Oric/Atmos to 
keep tabs on 
Income and 
expenditure 

While prices continue their 
inevitable upward rise, it 
remain; essential to keep a close 
check on how we spend our 
money. To do this by 
conventional pen and paper 
methods can be very time 
consuming. It's a task I have 
allocated to my Oric computer. 



To use this program you'l 
need a 4SK Oric-1 or Atmo 
computer. If you have ai 
Alrnos, type in Listing I. Thi 
program uses the STORE ani 



vim will mc, these replace the 
LOAD and SAVE subroutines 
(starting at lines 3000 and 4000) 
of the Atmos program in 

The program allows for the 
analysis of up to 16 months of 
income and expenditure. Ii 
works by classifying all income 
and expenditure into five 
categories. There is just one for 
income, but the home. car. 
family, and 'other' arc the 
categories for expenditure. 
You'll need to have kept good 
records of income and expendi- 
ture over several months to 
input data into (his program. 

When you first run the 
program, you'll get a menu 
providing the main options 
available. The first is the data 
entry rourine. Press T and 
you'll get a second menu, 
showing the main categories. 
Vou should have the full 
month's data in front of you; 

selecting category first, then the 
item within that category. 
Finally inputting the amount. 
The program automatically 
totals several amounts added (o 
one item. Press option 6 to 



■u to modify any figuri 
in the data entr; 
:o allowing errors to bi 



Use your 

Oric to keep 

track of 

your 
finances 



! ihis option, first 
ith and year of the 



category, works out total 
expenditure, total income, the 
balance of income over expen- 
diture, and the percentage of 



nccCMiiiry to analyse > 
personal finances, and 
ahead for Tuture inco 

The individual items in < 



my finances - 
they may not be ideally suited n 
you. The program is designed li 
be reasonably flexible for iter 
changes. The i 



the DATA ii: 



■ starting; J 



The first category I 



category musi be icrminatcd by 
a 11 (zero), which marks the end 

This means you could alter the 
number of items within a 
category if you wish. 



The program is also 
in such a way that it should 
readily be translated to the 
BASIC of other ' 
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70 HIMEM36863: X=0:Y=Q 

80 READA* 

90 IFA*="END"THEN120 

00 IFA*="0"THENY=Y+l:GOTOaO 

JO X=X+1:G0TG80 

20 RESTORE: DIMA ( IB, X> ,H<5) ,N*(X) ,QR*(18,2> ,' 

40 F0RI=1T0X 

50 READA*: IFA*="0"THENH t Y> =1 : Y=Y+1 :GOT0150 

60 Nf !I)=A*!NEXTI 

70 DIMU<2) , IT*(51 : READA*: READA* 

80 F0RI=1T05:READIT*(I) :NEXT 
200 FQRI=1T04:RE0DRT*(I) sNEXT 
210 G0TG4OO 

250 REM Are you sure? 

260 PRINT: INPUT*' Return - are you sure? 
290 IFJ*="Y"ORJ*="y"THENJJ=l: RETURN 
300 IFJ S= "N"ORJ:$="n"THENJ J =0: RETURN 
310 G0T0260 

320 REM Print amount 

330 PD=INT(AM> :PN=INTl <AM-PD>*100> 

340 PD*=STR$(PD) :L=LEN(PD*) : PD*=" 

350 PN*=STR*(PN) :PN*=RIGHTS(PN*,LENU 

360 AM*="£"+RISHT$(PD$,5)+"."+PN* 

370 PRINTSPC128) ; CHR* ( 1 1 > ; AM*: RETURN 

400 REM Main Menu 

410 CLS:PRINT:PRINT 

420 PRINTSPC(IO) ; "Home Finance Analysis" 

430 PRINT: PRINT: PRINT" Options:-" 

440 PRINT:PRINT:PRINT" 1. Enter data" 

450 PRINT:PRINT" 2. Modify data" 

460 PR1NT:PRINT" 3. Save data file on tape" 

470 PR1NT:PRINT" 4. Load data file from tape" 

480 PRINT:PRINT" 5. Analysis" 

490 PRINT:PRINT" 6. Stop" 

500 PRINT:PRINT:PRINT" Select option (1-6)" 

510 GETZ*: IFZ*< " 1 "0RZ*>"6"THEN310 

520 Z=VAL ( Z*) : ONZGOSUB 1 000 , 2000 , 3000 , 4000 , 5000', 7000 

530 IFZ=6THEN5T0P 

540 GOT0400 

000 REM Enter data 

010 CLS:PRINT:PRINT 

020 PRINTSPCC16) ; "Enter Data" 

030 PRINTsPRINT 

040 T=U(1)+1:IFT>1STHENPRINT:PRINT" ARRAY FULL: WAIT400: RETURN 

045 U(1)=T 

050 INPUT" Enter month ";M*:PRINT 

060 INPUT" Enter Year " ;Y*: QR* (T, 1 ) =M*: QRS !T ,2) =Y$ 

070 CLS:PRINTiPRINT" Select Category:-" 

0G0 PRINT:PRINT:PRINT 

090 FORI=1T05:PRINTSPC(4):I;SPCC4>;IT*(I) 
00 PRINT:NEXTI 

20 PRINT" 6 Return to main menu." 
30 PRINT:PRINT" Select one to six" 
40 GETZ$:IFZ*<"1"0RZ*>"6"THEN1140 
50 B=VAL(Z*> t IFB<6THEN1200 
60 GOSUB250 
70 IFJJ=1THENRETURNELSE1070 

200 CLS:PRINT:PRINT" Enter data" : PRINT: PRINT 

210 PRINT" Enter item":PRINT 

220 IFB=lTHENK=OELSEk=H(B-i>-l 

230 FQRI=1TQH(B)-K-1 
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1300 
2000 

2010 
2020 

2025 
2030 
2040 
2050 

2070 
2080 
2090 
2100 



2190 

2220 
2300 
2310 
2330 
2340 
2350 
2360 
3000 
3010 
3020 
3030 
3040 

30 fad 



3090 
4000 
4010 
4020 
4030 
4050 
4060 
4070 
4080 
4O90 
5000 
5010 
5020 
5030 
5040 



ategoi 



;SPC<< 



PR I NTSPC { 4- 1 NT ( I / 1 1 > ; I ; SPC ( 4 > ; N* < I +K > 

AM=A <T ,K+I ) : GOSUB320: NEXT 

PRINT: INPUT" Item number "(V 

IFV-aafiV>H<B)-K-10FWOINT<V)THEN1260 

PR1NTSPC (20) ;CHR* ( 1 1 > ;N$(V+K> 

PRINT: INPUT" Enter amount £"jC 

A(T,V+IO»A<T,V+K)+C 

GOTO 1070 

REN Modify data 

CLS; PR INT; PRINT: IFT< 1THENRETURN 

FRINTSPCQ6) ; "Modify data": PRINT 

PRINT" Select f i le; -": PRINT 

F0RI=lTD18:IFI>TTHEN2O5O 

PRINTSPC(4-INT(I/10) ) |I(SPC<4) i QRS ( 1 , 1 ) J." " : GR* < I , 2) : NEXT 

GETZ*: IFZ*<"l"QRZS>RIGHT*tSTR*(T) , 1 ) THEN2050 

V=VAL(Z*> 

CI_S:PRINT:PRINT 

PRINTSPC(IO) ;GR#(V, 1) ; " H |QR*(V,2) 

PRINT:PRINT 

PRINT" Select ( 

FOR 1= 1 T05 : PR I NTSPC ( ' 

PRINT: NEXT 

PRINT" 6, Return to main menu" 

PRINTsPRINT" Select one to si x " 

GETZ*: IFZ*<"l"0RZt>"6"THEN2150 

B=VAL(Z*1 : 1FEK6THEN21SO 

GOSUB250: IFJJ=1 THENRETURNELSE207O 

CLS:PRINT:PRINT" Modi-fy data - "jQR*(i 

PRINT" Enter item number: -" :PRINT 

IFB=1THENK=0ELSEK=H(B-1)-1 

F0Rl=lT0HtB>-l 

PRINTBPC(4-INT(I/10)>iI;SPC<4>sN*(H-K> 

IFZS="N"0RZ*="n"TNENR=2:GaTD2330 

GOT02270 

PRINT: INPUT" Enter amount £")C 

A(V,K+E)=-A(V,K+E)*<R':2)-C*(R<>1)+C*(R=1) 

I FA ( V , K+-E X OTHENA IV , K+E ) =0 

G0TO2070 

REM Save on tape 

CLS: PRINT: PRINT" Save 

PR I NT : PR I NT : I NPUT " En 

PRINT: PRINT: PRINT" Star 

GETA* 

CSAVEF*,A1024,E1040 

WAIT20:ST0REA,"1" 

WAIT20:STOREQRS,"2" 

WAIT2Q:ST0REU,"3" 

RETURN 

REM Load data from tape 

CL5:PRINT:PRINT" Load d 

PRINT:PRINT: INPUT" • En 

PRINT: PRINT: PRINT" 

CLGADF* 

RECALLA,"1" 

RECALLQRS, "2" 

RECALLU,"3" 

T=U(1) : RETURN 

REM Analysis of data 

CLS: PRINT: PRINT" Anal y 

F0RI=lT0i8:F0RJ=lTD5 

V(I,J)=0:NEXT:NEXT 

FGRI=1T0T 



> :PRINT:PRINT 



er the file name 
the tape and pn 



E COMPUTING w: I:K1 V l: 



ORIC/ATMOS I 



i F0RJ=1TG5 
5060 IFJ=1THENK=1EL5EK=H(J-1) 
5070 F0RL=KT0H(J>-1 

^(I,J)-V(I,J)+fl(I,L) 
5090 NEXT:NEXT:NEXT 

i FORI=1T01B:V(I,6)=0 

i F0RJ=2T05 
120 V(I,6)=V(I,6)+VU,J) 

l NEXT: NEXT 

' F0RI=1TB1B 

i IFV(1,6)=0THEN52Q0 

i F0RJ=2T05 
1170 TT=V(I,J)/V(I,6> 

V<I,J+6)=INT(TT*1000+.5)/10 
5190 NEXT 
5200 NEXT 
5210 F0RI=1T018 
5220 V ( I , 12) =V ( I , 1 ) -V < I , 6> 
5230 NEXT I 

5240 CLE: PRINT: PRINT" Data output options:-" 
5250 PRINT:PRINT:PRINT M 1. All data to screen" 
5260 PRINT:PRINT" 2. All data to printer" 
5270 PRINT:PRINT" 3. Ratios to screen" 
5290 PRINT:PR1NT" 4. Ratios to printer" 
5300 PRINT:PRINT" 5. Return tD main menu" 
5310 PRINT:PRINT:PRINT" Select option U-5> " 
5320 GETA*: IFA*< " 1 "0RA*>"5"THEN5320 
5340 X=VAL(A*>:1FX=5THENRETURN 
5350 ONXG0SUB540O , 5500 , 5600 , 5700 
5360 GOT05240 

5400 AD= 1 : PP=0 : G0SUB6000: RETURN 
5500 AD= 1 : PP= 1 : G05UB6000 : RETURN 
5600 AD=0: PP=Q: (3051166000: RETURN 
5700 AD=0 : PP= 1 : GDSUB6000 : RETURN 
6000 REM Output data 

60 10 FOR I = 1 TOT : LL=3 : KK-1 : AA= 1 : MK=0 
6020 CLS:PR1NT:PRINT5PC!8> 5 OR* (1 ,1) ; " "jHR*(I,2) 
6030 IFPP=1THENLPRINTSPC(B> ; QR* < I , 1 ) ; " ";QR*(I,2> 
6040 I FAD=0THEN6200 

6050 LL=LL+3:PR1NTIT*(KK) : PR I NT: IFPP=1THENLPRINTIT* IKK) :LPRINT 
606O PR I NTSPC < 3 ) ; N* ( AA ) : AM=A ( I , AA ) : G0SUB320 
6070 IFPP=1THENLPRINTTAB(4) ;N*(AA! ; TAB (201 ; AM* 
6080 Att=AA+l:LL=LL+l 
6090 1FAA=H (KK> THENBOSUB6500 
6095 IFKK55THEN6150 
6 IOO 1FLL>.25ANDMK=OTHEN6060 
6 1 20 1FLL-, 23ANDMK- 1 THENMK=0 : GOT06050 
6130 GGSUB6600:GDT06095 
6150 PRINTiPRINT" Press any key" 
6160 GETR* 

6200 CLS: PRINT: PRINTSPC(4) ; BR* ( 1 , 1> ; " " ;BR*(I,2) ; " -Anal ysi 5" : PRINT 
6210 IFPP=1THENLPRINT:LPRINT" ANALYSIS" : LPRINT 
6220 PRINT" Total Expenditure = £" 5 V ( I , 6) : PRINT 
6230 IFPP=1THENLPRINT" Total Expenditure = £" ; •J < I ,6) : LPRINT 
6240 PRINT"RATIOS: -": PRINT: IFPP=1THENLPR INT"RATI05: -" : LPRINT 
6250 F0RJ=1T04:PRINTRT*(J) ;TAB(20> ;V(I,J+7> 
6260 IFPP=1THENLPRINTRT*(J) j TAB (20) ;V(I,J+7) 
6270 NEXTJ 

6280 PRINT:PRINT" Income less expenditure = £";V(I,12) 
6290 IFPP=iTHENLPRINT:LPRINT" Income less expenditure = £" S V(I,t2> 
6300 PR I NT: PR I NT" PRESS ANY KEY" 
6310 GETG* 

6320 I FPP=1THENLPR I NT: LPRINT: LPRINT 
6330 NEXTI:RETURN 
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6500 


PRINTSPC (4) ; "Sub-total " : AM=V ( I , KK> : B05UB320 




6510 


IFPP=1THENLPRINTTAB(4> ; "Bub-total " i TAB (20) ; AM* 




6520 


(f*'=i..K.+ L ; M(.: = I -. RETURN 




6600 


PRINT:PRINTSPC(4) i "PRESS ANY KEY FOR NEXT PAGE" 




6610 


GETRS: CLS: LL=0: RETURN 




7000 


REM Stop 




7010 


RETURN 




8000 


REM Income 




B005 


REM 




B010 


DATASalary.FrQra savings .Other , 




8020 


REM 




B030 


REM House 




8040 


REM 




8050 


DATAMortgage, Rates, Water Rates 




8060 


DATAHouse Insur. , Contents Inaur. 




8070 


DATABa5, Electricity, Telephone 




BOBO 


DA TAMaintenance, Purchases 




80<?0 


DATAMisc. 




8100 


DATAO 




8110 


REM 




8120 


REM Car 




B130 


REM 




8140 


DATACar Tax , Insurance .Petrol 




8150 


DATARAC Membership, Repairs 




B160 


DATAMaintenance.Misc. 




8170 


DATAO 




8180 


REM 




8190 


REM Family 




B200 


REM 




8210 


DATAGroceri es .Clothes , Fees 




8220 


DATALi i e Insurance .Enter tai nment 




B230 


DATAHoli days, Presents, Meals 




8240 


DATAPocket Money, Misc. 




8250 


DATAO 




8260 


REM 




8270 


REM Other expenditure Items 




82B0 


REM 




8290 


DATACash,To savings, Mi gc ., 




B500 


DATAEND 




8600 


REM 




8610 


DATAIncome, House, Car, Family, Other items 










B630 


DATAPercent on car 




B640 


DATAPercent on Family 




B650 


DATAPercent on other items 




Listing 2 Modifications 


to SAVE/LOAD routines to enable 




me on thcOric-l 






3000 REM Save on tape 




30 


CLS:PRINT!PRINT" Save file On tape" 




3020 PRINTsPRINT" Please wait" 




3030 Q=36B64: POKED, 96 




3040 F0RI-1T01B 




3050 FDRJ=1T0X 




3060 D=GH-l-.DuKEQ,INTlA(I,J>> 




3070 Q=Q+2:POKE0,lNTU00*(A(I ,J>-INT<A(I ,J> ) ) ) 




3080 NEXT:NEXT 




3090 FORI=1T01B 




3100 F0RJ=1T02 






Z*=GR*<I,J> 




31 


20 L=LEN(Z*) : IFL=0THEN3160 






;0 FORK=1TOLEN(Z*> 




3140 Q=0+1:POKEQ,A5C<MID*CZ*,K,1> ) 






50 NEXTK 
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3210 
3220 
3230 
3240 
4000 
4010 
4020 
4030 
4040 
4050 
4060 
4070 
40BO 
4090 
00 
10 



G=D+1: POKED, 13 

NEXTsNEXT 

Q=Q+1 : POKEQ , U < 1 J 

0=0+1 

CL5:PRINT: INPUT" 

PRINT: PRINT" Press rei 

GET A* 

CSAVEFS , A36864 , ED , AUTO 

RETURN 

REM Load data from tapi 

CLS:PRINT:PRINT" Loai 

PRINT:PRINT: INPUT" 

PRINT:PRINT;PRINT" 

DDKE49136,DEEK<156) 

CLOADF* 

DQKE 1 56 , DEEK ( 49 136) 

D=36865 

FQRI=1T018 

F0RJ=1TQX 

A ( I , J > =DEEK ( D ) + (PEEK < Q+2) / 1 00) 

0=Q+3iNEXT:NEXT 

FDRI=1T01B:FORJ=1T02 
l Z*»"" 

> Z=PEEK(B1 :IFZ=13THEN4160 
i Z*^Z*+CHR*<Z> :D=D+l:G0Ta414O 
l DR*II,J)=Z* 
I Q=Q+1: NEXT: NEXT 
I U(1)=PEEK(Q> 
I T=U(1):RETURN 



Start the tape" 



If an advertisement 

is wrong we're here 

to put it right. 



the press, in print. 
on posters or in the cinema which you find 
unacceptable, write to us at the address below. £ 

The Advertising Standards Authority. Jf 
ASA Lid. Dep. 3 Bi^ok Houk. Tomngion Pbw.londonWClE 7HN 



Arcade Hardware, 211 Horton Rd. 
Fallowfield, Manchester M14 70E. 
061-225 2248 

FOR YOUR TI-99/aA 

Axiom parallel-Interface Stand 3ionei E107 95 

Boxcar BS232 interface Brand atone) £109 95 

Boxcar 32K RAM istandatonei £13500 

Tl Logo II £74.95 

personal Peripherals Super Sketcn £65 00 

Personal Peripnerals Super St'k 

itwm joysticks wired for I 99 da, £?a 95 

supercnamp Hntfejoystlc* For IB £14.95 

ti Peripheral Expansion System . .ECail. 

Tlgervisions MINER 2049'er .... E3J95 

All (terns suDject to availability 
wide range of Ti-99/aA related item; available 
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VIC-20 PROGRAM 



You're at war, 
and the stakes 
are high. 
Either you 
annihilate the 
enemy, or you 
will be 
annihilated. 
By Al Planner 

This program runs on i he 
unexpanded VIC-20 and is ihc 
popular game of Baltic Ships. 

After LOADing and RUN- 
ning I he program you are asked 
10 type in the number or ships 
you want to have in your Reel. 
This can be any number from 
one to eight. The enemy (the 
computer) automatically has 
ship than you do. 



Destroy or 

be 
destroyed! 



the ship grid. Then you 
nates of where you want ihe 
entered the 



Once you have 
co-ordinates press 
the missile. If you 
the salvo feature, 
provided the co-or 
have entered are not on the edge 
of the grid, e.g. C,l or 1,5. In 
this case the co-ordinates you 
have entered '" ' 




displayt 

grids of 9 * 9. The left grid is 
used to display your shots. 



e bottom of the screen 
displaying shots, hits and salvo. 

Firstly you are asked to type 
in the co-ordinates of your 
ships. You type them in letter 
first, followed by number, 
separating them by a comma, 
e.g. A,7. When all ships are 
positioned, (he battle begins. 

The computer fires first. 
Once the missile h fired, the co- 
ordinates are shown of where il 
lands are the shot 




■i ruMs,! 



The winner is the first 
destroy the other's fleet. If 
computer wins it will display 
positions of i 
in its fleet. 

This program is especially 
useful for teaching and 
familiarising [lie user with co- 
ordinates. It saves an extra WK 
of memory by using memory 
from 7424 to 7679 for UDQs 
instead of 7168 to 7679 as is 
usual. This was especially useful 
in this program as it uses all but 
about 60 bytes as it stands. 
That's 



are available. 




VIC-20 I 



20 POKE52,29iP0KES6,£9ICLR 
25 6OSUB40B0 

30 forx=7424tg?432ipokex.0inext 

10 F0RX'?433T074G4 

50 REflDPIPGKEX,fl 

60 NEXT 

70 P0KE36B69,255 

l W . pRINT-^flM _l I 1 NiBATTLE SHIPSM/ 

I v«3687B!SL-V-l!S2-V-2iCC=30720tSV-l iPOKEV+1,110 
I FORX=7901TOB077STEP22 
» FORY-0TOB 

1G0 POKEX-tY,33iPOKEC0*«+r,3iPDKE«+Ytl 1 ,33iPOKE«+Y*C0+l 1 ,3 
T I NEXT 

JT'SarnHMUi 1234567B9 123456789" 
190 F0RX=1T09 

200 I Ml I "1 ■■■■■■■■■W"~nr "•• 

210 oim csy.<s,3> 

220 FGRT=1TGZ*1 

230 X-INT(RND(l>*9)*l'Y-INT<RNDO )*9>*1 

240 IFCSV.(X,y:>-!THEN230 

250 CSX(X,Y>-1 

2S0 NEXT 

265 FORT-1TOZ 

270 pr i nt - smammaa ship. k-*ti" mmmi 

280 INPUTX*,Y* 

290 X-ftSC(X*>-64"Y-VHLCY*> 

295 IFX< 10RX>9ORY< 1ORY>9THEN270 

300 IFPEEK(7911+<X-l >»22+YJ-34THEN270 

Y,34iPOKE791 !+<X-I)»22+Y*C0,7 




340 F 

350 PRINT"|MHraa I1Y SHOT! |B MW 'POKEV,15!FORO=1TO8B0'NEXT 

360 > 

370 L=791 1+<X-1 >*22*YIPL"PEEK<L> 

380 IFPL=35ORPL=36THEN360 

400 GOSUB1000 

410 1FPL=33THENPOKEL-,35!POKEU1CG,3>G05UB1! 

420 IFPL-34THENFOKEL,36:PGK£L+CG,2:CH=CH- 

425 rr HIT-lTTgWn SHOT ! ■;CHR*CX+S4))",". 

430 IFCH=ZTHEN25©0 

432 FORD=1TO1000!NEXT 



HI YOUR SHOT: 
E,Y*1S=S+1 
(=A5C (X*> -64 : Y'VftLt Y*> 



FXv lORX>90RY< 1ORY>3THEN440 
iETAS! IFAS= n "THEN472 



475 IFX<20RX>BGRY<20RY>80RSV< ITHEN472 

477 G=X!H*Yi5V=0!FF-l iS=S+Bi6O5UB1000IFORX"G-lTQG*l iFDRY-t- 

480 IFFFO1THENGOSUB100B 

490 L = 7900 + <X- J, )»22+YIPC-CS^<X,Y> 

500 1 FPC=8THENP0KEL. ,35 1 POKEL+CO , 3 i G05UB 1 500 

5 10 IFPC'lTHENPOK£L,3GlPOKELtCO,2!PH-PH*lIGaSUB2000"CSX(X. 

520 IFPH'Z* 1TMEN300B 

525 IFFF< >1THEN528 

526 NEXTINEXT 

528 : I H-'!' = 1THE NF I- --(■! : PR IN"' SHNP 

540 GOTO330 



Page It HOME 



OCRAM 




.01RETURN 

5TO0STEP-. 1 i POKES! ,225' POKEV ,T!POKES 1 ,230 INEXT 



1 POKESl,210iPOKEV-13,40iPOKEV,TipOKE81,215'POKEV-13,38 
1 NEXTtPOKE51,0!POKEV*l,i 10 
1 POKEV, 15 



2050 PORMi 
20S0 POKEE 
2063 NEXT i 
2090 FORD: 
2100 NEXT 



2540 
5550 
2560 

2530 
2800 
2810 



IPCS* 
NEXT i NEXT 
POKE 198,0: 1 
GETflli IFfIS' 



RIN 



60TO225STEP.2 



•' TO PLAY AGfllt 



28T0255STEP . 3 i P0KES2 ,X i NEXT 



i GOTO2580 

I DATA0.4, 14,255, 126,60,0,0 

,54, 146,214,108,62,28 
!,I 16,62,255,126,60,0 




Bodyswop 
I 48K Spectrum *»<« the :,,...■..■. cor 
E7.95 





Back to 
school 



Five educational programs to 
, brush up your knowledge — of 
5 • •' v (j biology, German, maths and 
science 



Intermediate *£ 
science 
spectrum 

ES.95 





t of 


through the house. 
The trouble with using a game 1 


phyte 


or any 


presentation term. Tim jusi 1 
doesn't stand up. D.M. 


nwh 


instructions "•" 
presentation 801o 




value for money W%\ 






■;■ : 
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Look into the 
past or future 
with 

Philip Abel's 
program for 
the 
Commodore 64 

This is a utility program for the 
Commodore 64 which enables 
you to work out days of the 
month right back 10 the year 
1760. 

It can display any month of 
any year after 1760 inclusive 
and can even forecast the 
fulure. Using this program 
you'll be able to find out what 


Com 
ca 

day of the week you were born 
or even what day your birthday 
will be in the year 2000. 

Firstly you enter the year and 
then when prompted you enter 


imodore 
lendar 

your friendi h> lellimj them on 
winch J;i> of [he week the battle 
of Trafalgar was, then this is 
the program for you. 

M Tu W Th F Sa Su 


MOS month chosen 
MO<! tenjnhi of months 

MINI m-.iiiih names 
I'll nusiiinn along screen 
TS month ai.d vi-ar cho-m 
VE year chosen 


1 


2 


3 


4 


5 


6 


7 


How it works 
10 sets up data on months 
!<l-30 initial dlspl.) 

month 

200-300 display month 

1000-11 lo' data on months 

2000-1020 subroutine to help 


8 


9 


10 


11 


12 


13 


14 


15 


16 


17 


18 


19 


20 


21 


ihe month. Type in either th 

letters. After a pause the screen 
will display the month you have 
chosen. The computer lakes 
longer to work out dates in the 
distant future. 


22 


23 


24 


25 


26 


27 


28 


29 


30 


31 
















SO JNPUT-[MawrH"!MO* E 

1 IB lFA'"4*IWT<fty4>THEMiOSUB2aBB g 

IE3 IFMXnxaSTHENGOSUBaBBB 1 
17B IFM01B1.3BIHEN3O5UBEBBBian5UB3BB8 1 
IBB IJ=M3lftl.3l THEM50SU82BBBIGDSUBa8BBlGDSUB3BBe 1 


9 REM CBD 

B IFP0>33tHEH»RIhjripP,INTlP»!WrrflB<a 1' IPO-S 
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pack your bags — we're off on 

a transcontinental trip. 

It's all go and you'll need to 

travel light 



read' of, 7 

\rnuiid 

€21 

;. EachB 
o hseir.H 

. qusihy 

"1 Happily for ihe user, [hey ue|| •■y |>a CT QC 
L 'well documented in a uscfulHH MIWI ■■» fc *-*» 

r j manual, and arc fully errorHH Superior Software. Dcpl C, Newcasilc-upon-Tvnc. Find ihi 
'Strapped. It's clea. thai whoever ■'": c i i-V i.-i.l I k.. r. Kviicnl Hse, lown reveries Ihe la.se .LLiinn 

■'<■'"-■ ""■■!" '-."-•J i» iiiqiiisiii.i: si,,:,,,.; I ;,. I mis Yog havi .he same formal a: 



Through Ihe book in 
eiahieen siories in 
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BBC/ELECTRON PROGRAMMING 



BASIC 

animation 



Jon Revis shows you how to 

make characters come to life. 

You'll feel deep satisfaction 

once your own designs are 

mobile — and it's easy! 



In HCW 91 1 described a 
number or techniques which 
could be employed 10 produce 
multi-coloured user defined 
characters. Having gone to all 
the trouble or creating out little 
characters it seemed a shame to 
leave them lifeless. This week 
we will be taking a look at the 
methods of animation available 
to the BASIC programmer. 

defined 



is quite 



mple. You 



position, erase it and (hen 
reprint the same character a 
short distance away from its 
original position. When carried 
out in rapid succession this 
process creates the illusion of 



Program 1 will animate the 
multi-coloured character of the 
man we created in HCW 91, 
The program is described below 
in some detail. 

Line 30 PROCinit: When 



always important to know 
where a character is and where 
it was. Knowing where it is 
allows you to check whether it 
has collided with another 
character. Knowing where it 
was enables you to erase the old 
character by printing a blank 
square, the same colour as the 
background, in its old position. 
The variables manXfo and 
the character' 






The 



ariablcs oldmanX% 
nanV% refer to the character's 
irevious position. Both are set 
o the same initial co-ordinates 
i PROCinit. in this case the 
entre of the screen. 
At line 490 the 
VDU5 is issued. This combi 
em and graphics cur; 
allows us to print 
character anywhere c 
graphics screen, e.g. a 
1024 grid. The VDUS 



1280 i 



multi-coloured cha; 
enables us to 
four separate 



The final line of PROCinit 

produces a white background. 

Line 40 PROCcharaclers: 

PROCcharacters contains the 

four VDU23 

when superimposed, 



VDU23 definition for a blank 
square. This will be used to 
erase the old image of the man 
before printing him at new co* 
ordinal es. 

Line SO PROCdeline charac- 
ter: This is the procedure which 
was developed in the last article. 
Its purpose is to combine colour 

separate user defined charac- 
ters, in order to produce a 
multi-coloured user defined 
character. This character can be 
printed at any lime merely by 
using the statement PRINT 

It is based on the fact that 
CHRS can be used for a 
multitude of purposes, e.g. 
CHRS<I8);CHRS(0);CHRS(1) 
is equivalent to GCOLO.I or 
change graphics colour to red. 

CHRS(8) will move the 
cursor back one character 
position. CHRS(224);CHRS<8); 
CHR$<225) etc. will print 
character 224, move the cursor 
original 









character, 225, dirtily o 

By clever manipulation of the 
CHRS statement these uses can 
be combined, allowing all the 
cursor movements and colour 
changes required to create our 

contained wilhin the variable 
manS. The DATA which 
contains the colour changes, 

characters is held in line 460. 



Each CHRS value is concaten 
ated into the variable manS a 
line 430 of the program. 

Line 60 prints an initial imag. 
of the man in the centre of thi 

program. If it didn't then thi 
screen would be blank until ■ 
key was pressed. 

Lines 70-90 are the mait 
program loop which, in thi: 
example, merely contains tht 
procedure P RO C read_k ey- 
board. Had we writte 
complete game then the loop 

procedures which move the 
characters not controlled by the 
player. 

Line SO PROCread keyboard: 
The first line of Ihc procedure, 
line 190, assigns the value zero 
to the variable FLAGfo. 
FLAG% is used to signal to the 
computer whether any keys 
have been pressed during lite 
execution of PROCrcad_key- 
board. This will be made clearer 
as we examine the rest of the 

Line 200 checks whether a 
key is being pressed, and if so it 
assigns the character corres- 
ponding to that key to the 
variable aS. The value in 
brackets following the [NKEYS 
is the length of time the 
computer will pause and scan 
for a key press. The smaller the 
value; the shorter the pause. In 
an arcade game, where speed is 
essential, the shortest possible 
delay is always used. 

The next few lines 210-2S0 
examine the contents of aS and 
compare them with the keys 
that we are looking for, in this 
case "Z", -'X", ":", and "/", 
corresponding to left, right, up 

Line 210 checks whether the 
"Z" key has been pressed. If it 
has then the value of the X co- 
ordinate of the character manS, 
manX% is reduced by 32. This 
is the equivalent of moving the 
character half a character 
position to the left. Vou will 
also notice that the variable 
FLAG% is given the value of 1 . 
This tells the computer that one 
of the four keys responsible for 
moving the character has been 



Line 220: As yt 

graphics screen c 

1280 x 1024 grid. Line 220 

from falling below /tro. 
were allowed to fall below 
then the character would 
allowed to walk off the left 
hand side of the screen. Great if 

you want to cheat! The si 

type of check is made at lines 
240, 260 and 280, checking the 
right hand, bottom, and top 
edges of the screen respectively. 
Line 290: Finally we gel to 
the line which checks the 
variable FLAGS. If FLAG<Pt> 

execute PROCprint_m; 
When speed is of the esser 

why prim tin 






ild FLAG% 
contain the value !, PROC- 

print man will be executed at 

we know that one of our fou 
keys has been pressed. 

Lines 110-170 contain (hi 
procedure PROCprint_man. 

Line 120 selects graphic 
colour 7 (white). 



,i- l.Ki in 






ordinates of our character - 
oldmanX°fo and oldmanY% — 
and proceeds to print a solid 

■•j.urv using the i ' 






cold 



Lint 140 mi 

co-ordinates of our character, 
manXVo and manYVo as deter- 
mined in PROCread_Jtey- 
board, and prints the character 
held in man^i. Since man^o 
contains the information 
responsible for colourir 
LliuociC! we are not rcqu 
issue a GCOL slatcmt 
ilia:ii>L- liis colour. 

Lines ISO and 160: It is 
point that we pass the contents 
ofmanXS and manY^o to their 
respective oldman counterparts. 
In this way we know where tt 
print our while square the nex 
lime we visit PROCprint_man 

In program 1 we usee 
1NKEYSI.0) to scan the key- 
board and detect any key 
depressions. We then checked 
the contents of the variable aS 

four characters that ' 
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be achieved by using 
■sion of the INKEY 
The version 10 uliicli 

I am referring takes the format 

INKEY(-n). 



:.g. -97 is the code for 

■\ i'llil li-l ili'llllUCClUlL'-LS 

;i on r;iai>27? ul'ilic User 
. Line 210 can now be 



The increase in execution 

computer now check;- only four 
kevs each time it passes ihioueli 
PROCread_key board. When 



using INKEVS10) every key on 
the keyboard must be checked. 
This lakes time, even for a 
computer. 

Lines 180 10 300, DEF 
PROCread_ke>board. 
therefore be replaced by the 
following lines in an attempt 
turbo-charge our program. 



When writing a game it is 
very unlikely that you are going 
to move your characters around 
on a pure while background. 
Depending upon the type of 
game being written you may 
have designed an elaborate 



l f'lLitei'r, i 






a Donkey Kong 



ladders and levels scene. I 
this point that your 
> M!i I. id'.'..- "ill begin. 

By adding the following 
procedure to program I v. -- 
print the word "Indestruc 
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By adding 
PROCmessage we can call this 
procedure and prim ihe lext or 
Ihc screen. 

Line 530 selects the graphit 
colour cyan. 

Line 540 then moves <c 
position 200.400 and prints tht 
word "Indestructible" in cyan. 

Line 550 selects the graphit 
colour red. 

Line 560 then moves to a 
position slightly to the righi and 
above the first co-ordinati 
and superimposes the wot 
'•Indestructible" 



■red. 



in the col 

This 3D style t 

anolher of the tricks r 

possible by the VDUS s 



over the word you will find that 
he erases large chunks of the 
text. This is due lo the fact thai 
we are using a white square to 
erase his: image. Fortunately the 
BBC provides us with a means 
of tackling this problem, but 
it'i not exactly simple! 

As you already know the 
GCOL statement is followed by 
Iwo values. The first value 
determines how the colour is to 
be placed upon the screen, 
while the second is the number 
of the colour to be used. 

The values lo 4 can be used 
as the first parameter of (he 
GCOL 



"plot 



of the GCOL si 



When using option 3 of the 
GCOL statement the computer 
takes the number of the colour 
you have specified in the 
command, EORs it with the 
number of the background 

represented by the number 
which was the result of the EOR 
calculation. 1 told you it was 

What does this mean lo us? 
n a nutshell it means that if we 
GCOL 3,2 to 
:r in green, when 
background ihe 
actual colour printed will be 
magenta. This is due lo the fact 
that 7 (white) when EORed with 
2 (green) results in 5 (magenta). 



which are different resull 
one. By making the following 
amendments to the program 
you will see the effect of using 
option 3 of the GCOL 



When using GCOL option 3 
the old image of the man can be 
erased by printing Ihe same 
characier on top of itself. We 
no longer require our while 

By replacing the DATA slate- 
menl at line 460 with the 
followng we will now be using 
GCOL option 3: 



When running this new 
program you will find lhat the 
characier can be moved over the 
text wiihoui erasing any of it. 
This now means ihai when you 
have spem hours producing a 
speclacular background it will 



char; 



little n 






longer composed of the colours 

Each of ihe colours primed is 
being EORed with the white 
background. To redraw him in 
his original colours we must 
calculate which new colours, 
when EORed with white, will 
produce our old colours. 

I don't know aboui you, bui 

aboui wiih pencil and paper 
grappling with the finer poinis 
Of binary. 

The following program will 
ask you for the number of ihe 
background colour (use ihe 
foreground colour numbers OlO 
15). Ii will then ask for ihe 
number of the colour in which 
you wish the character to be 
printed. The program will ihen 
calculate the number of the 
colour which must be printed in 
order lo produce the desired 



w colours, which 

ould iherefore 
did before, and 
to walk through 



able to produce 
coloured, chara 
don't devastate th 

without c 
black art t 




iiiaii- nmrrnv, wiuki.v is .km 



Nellie, 
the peace 
protestor, is 
trying to steal 
the bombs 
inside the 
Creenham 
Common 
airbase. in 
Stephen Cray's 
program you 
get the chance 
to help her 



Green ham Common airbase 
and you, as one of the peace 
protestor, are ready lo risk life 
and limb to gei inside the 
perimeter fence. 

You play Nellie, an intrepid 
protestor, and your mission is 
to gel inside the base and steal 
all the bombs. 



1190-1290 boml 

1300-1350 lew 

130M4W end 

1500-1700 new 

very i 






because the bomb: 

unstable and must be lilted 

from behind or they will 

You must also be very careful 
lo avoid the perimeter fence and 
[he tank as these will set off 
alarms. 

The game gets much harder 



Mission: 

Greenham 

Common 



as you progress, tf you reach 
level 10 two tanks will chase you 
so you have to be very nimble 
on your feet. You must also 

you make your way through. Ihe 
airbase. When you've finished 
picking up bombs you've still 
got to make a bid for freedom 
by the main gate where your 
friends are awaiting your safe 

Control keys are: Z for Left, 



X«.o.V»i Nellie's c. 
S«.'c way Nellie is f; 
C% alarm sei off 
N«t Nellie's lee po 
BOMfo bomb expl 
Xl°fo,Yl<ft lank I 
Xlffr.Yl'B) tank 2 



TWt.SKft tank 1 

T2%.S1"» lank ] 

B.CG.F.H.A.ASi vj 
HI»WI-5) high scorr 
NS(I-S) .names of big 
TS tank? character 
WS.BOMS black bio 
VS.XS.YS.ZS Nellie. 



KMDPROC 

RETURN 
COLOUR and 
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HOME COMPUTING WEEKLY 1! 



Learn about 
Australian 
towns and 
cities in 
Andrew Bird's 
program from 
down-under 

If you warn io brush up your 
geography then this is ihc 
for you. 

a game which enables 

. . mi your knowledge of 

[he locaiions] of various [owns 

id riiies in Australia and learn 

you go along. 

Educational programs arc in 
short supply so iry [his one out. 
You'll find lhai you can really 
d achieve somelhine 



J 7 



Geography 
down-under 




Pige 38 HOME 




<.u:ii.-»w.»j.M ! i.i,ijjj.ij'ii*j.msnBFi 



vice-a cricket m 



Cricket correctly Inter pi mm] 


reward anO all me ™:~ iri 
Printer game save larwtiM. 


league soccer League title game for i :a p la vers 
automatic flitures, action commentary, results ctiecit. SCO 
league table, cup Oram etc Printer game save facilities 





whodunnit? 12 guests nave garnered for annus at Murder 
Manor, Due one of cnem nas more man onnks on nis mina 
Addictive and thrlli'ng select. »p game tor i to 6 Olivers, witn 
genuinely different game eaen time. 



NEW: 60 TOP OF THE POP" e\ent>IQt.firCW.H 

ELECTION NIGHT SPECIAL Lead your own Party Into rnt 
General Election. A game for i j piavers Printer/game it 



CON SEQUENCES. H 



o matcn me progress of your Party 
THE BACES GAME « IStr.p Pfineri ana 
, fun inotnmg offensive) Out good fun. 





4 DORSET PLACE, NEW STREET, HONITON 
DEVON EX148QS. TELEPHONE (0404) 44425 
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CBM 64 C9.95 




'tig from the ceiling. loorKn instructions 
:nr chambers. As if that playalulit> 
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ainst a friend, instead of juil 
















.-fintiH. a torn reliable goalie. 








d of cmirsc, kick-off. You'll 












The uliult package is charac- 
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graphics 
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iiCBfee of difficulty, and type of 
IiwJ. Tin- is where two socket 


value form 
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own. The same can be 








configured 50 thai you can play 










PE without 
pain 

If you like sport but don't 

want to tire yourself out then 

try some of these games — 

for the armchair athlete 
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In space no one can hear you scream. 









THE CREW 

Personnel 
files follow - 
yours to 
command — 
well almost.. 



SPECTRUM 48K CBM64 



tters Letters Letters Letters L< 
ers Letters Letters Letters Let 
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Hi' liinl.clll .1 1 iHtlllll'lll'lL' 
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ahi>nl II ill in 111,' e.em. He 



would be most grateful. 
Jim McLaren. Ayrshire 
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Bru« (lytic. Middlewn S 
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Wish I,' I 111,- S|i.',lii.m rue. 
II,. 11 Ik'CII -k.llrillK ...MILT 

led Tor the BBC, The 

i:i;ip)iK-. .in- ei.ink like ihe 



;, as I would 
. ^.V-i Unit 



eaniel'.y|ieis|iae,- him'.ijkI 
I mil [ill in ;i (•link ;iln.... 
»nli -=.- t ->L lluire.i.ri buttle 

mi -hiji :mui. tin prev.ine 

I'-lUlV, Idl l"..il|V lap-llll'. 

.mi, mum .nam hum linn 
formei position. 

\r:"i from mis liiu'luiLi 
i .. , ..lie is ureal iinil lealli 

*0 InpKSpacCS. 





sum 



I must confers I i*jncd 
buying HCW mainly I ur I lie 



1 like HCW in. yojl 

leaden. 

Jenny Ro bison, MnHm-dl 



above £100,000. 

.alne e.m he speeilied. [lie 

.!'.'hll'."Jo.i -Tl i.'.er Il> people 

over IK months! 

Ilah been iviiieriiiie the 
llienhieei HI tin' eailie i- Im 

It seem- lie plnicd 
entiieli t'> liin'.-eli. .ilii.h 
is absurd. The uame is 

plavers - and a Ilsi .if till' 
l'uilisilitlw«'vhiJJiiii' - ()l 
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anyone out there nneh; 



computlrm 'ntrWy. 
ho icomensouore 

of software Cot o 
pro HI em with your 

queries pnge so 
land your (.ethnic 

Oucrits at trie 
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HCW is proud to present the 

Gallup software chart — 

the one to believe in. 

Gallup's reputation as a credible 

market research company is 

second to none. This software study 

is carried out nationwide in 

both independent and chain stores, 

on a weekly basis. 

This is chart to watch out for — 

the one you know you can trust. 
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Daley Thompson's Decathlon 
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Match Day 
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Elite 


Acornsoil 
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Knight Lore 
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Manic Miner 
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Air Wolf 
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Stars strike 3D 
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Hunchback 2 
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Sk oof daze 
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Football Manager 














Slue Max 














Steve Davis Snooker 














Kong Strikes Back 
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Under wurlde 














Combat Lynjc 


Ourrell 
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zap, zow, 
bang 

Here are a few exciting games 
to Keep you on your toes, 
there's action for everyone 



^ crazy caverns | 
16K spectrum 
E2.50 

*1 Firebird. Wdlin B ion Hse, Upptfl 
IJWC2H SDL 
"l^dirncnh lo desmhc Ihc pi 



lpfill. [ ilc begins Lti tin 1 upward-, lull j- usual LiVk i- :! 

our control on lu live Graphics- arc moderately ,!,iod. 

en your modulo ami ik-guv »'f dilTiniliy iu make it ^ 
gri ate randomly placed r«iw>nahlv dinllenging. P.B. I / 


l»«lv plot ' 


a high degree of 
il required. It's a 

Well si inn Id appeal 
computer buffs. 


ihoui them down uiiiicr instruction! 75% ■ 
circumstances. mcMli sruphic* ''S'i ■ 
!dc:iieLiih. wMh iran payability 80«« ■ 
c-kh module h «iti'i-«- mine for money TO"« ■ 
umber mines |__«n 
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HOME COMPUTING WEEKLY CLASSIFIED 



Lineage: 
35p per word 



ES 2E 



Semi display: £7.10 per single column centimetre 
Ring for information on series bookings discounts 



J_i 



01-437 0699 
EXT 342 



Send your requirements lo: 
Beckr Wilson 
ASP LTD. 

Golden Square, 

ondon W1R 3AB 
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Another win net in the range 
of Sensational Software.... 




44 The Broadway. Bracknell. Berks 
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BBC MODEL B 1-2 OS 
48K SINCLAIR ZX SPECTRUM 



48K SINCLAIR ZX SPECTRUM 
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COMMODORE 64 



"linDERWURLDE", "SABRE WULF", and "STAIT OF KARMTH" recommended retail 
i W.H.SN1TH, BOOTS, J.NENZIES, WOOLWORTtlS and all good 
" — 1 ULTINATE FLAY THE GAME, The Green, 
1 (F8fF are included! Tel: 0530 411485 



